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San Francisca Rush 


An exhilarating driving experience so real that it will knock the socks off the 
players. It will suck the quarters — no, bills — out of those Japanese games and 
siphon them right into TWT s pockets. 


I. Gameplay 


A. 


K. 


L. 


You will experience driving up and down the hills of San Francisco with a 
realistic car model. The familiar sights and beautiful backgrounds will 
further enrich the experience. 


. The theme is family entertainment. This product will be welcomed by 


Disneyland and family entertainment centers. 


. Ten 2-minute segments. Each segment will have an obvious path and 


"shortcuts" for experienced drivers/repeat play. Example segments: 

1. Fast track -- along the bay with wide, sweeping curves. 

2. Over the hill -- up and down a hill -- like Bullitt -- cars "get air" 

3. Lombard Street -- driving with sharp turns to spread the players out, then 
Lombard Street for the finale. 

4. Golden Gate -- across the bridge -- with oncoming traffic 


. Segments will include hills and valleys, straight-aways and hairpin turns. 
. Segments will be visually stimulating, taking advantage of texture-mapped 


objects and Jaguar backgrounds. 


. At least one segment will be FAST. 
. Players who complete the segment in the required amount of time play the 


next segment for free. The drones will be tuned to "hassle" players who have 
not paid recently. 


. The race is stopped at the end of each segment. This allows time for the 


players to supply mo' money. It also groups the players together for more 
opportunities for player-to-player interaction. 


Eight cars, starting simultaneously -- drones replace non-linked cars. 


Players coining up during a race will be given the choice of waiting until the 
next race or racing drones (unlinked). 


Cars will be those you have always wanted to drive -- especially in SFO: 
Ferrari, Porsche, Corvette, Mustang, Camaro, Firebird, Lamborghini, etc. 


May have sponsors for cars, logos on cars, or billboards. 


M. Will include various jumps, trolleys, hippie vans, earthquake obstacles, 


N. 
O. 


tunnels, weather, etc. 
Will have driver-selectable viewpoints. 


Will design gameplay so that it will work as LBE, High-end Coin-Op, 
Medium Coin-Op. 
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II. Configurations 

A. Two-player, single-screen per player, sit-down (like T-Mek or Metal 
Maniax) Coin-Op cabinet. 

B. As soon as practical (financially) we would like to initiate a single-player, 
single projection screen, deluxe sit-down LBE cabinet later (separate 
approval meeting in a few months). 

III.Technology 

A. Z01D20 texture-mapped image generator. 

B. Link up to 8 players, up to 8 displays (360 degrees) per player. 

C. Stick shift, accelerator, brake (non-ABS), clutch, force-feedback steering. 

D. Motion seats may be investigated for LBE. 

E. FM tuner will be investigated for player-controlled music. 

IV.Synergy/" Pyramid Thing" 

A. There is a great deal of synergy between this project and upgrading the 
Police Trainer to texture-mapped image generators. 

B. Ideally, the game will be engineered and marketed for broad acceptance 
from LBE/Theme Parks; through Family Fun Centers, arcades, and street 
locations; to various consumer platforms. (This concept approval is for the 
arcade machine only.) 

C. We will make every effort to make this game the best it can be in the 
ARCADE. Although 3D texture-mapped games are difficult to do on 
consumer machines, a hit in the arcade will still drive a scaled-down 
consumer version. Also, the consumer machines are getting more powerful 
each year (Sony PS-X, Sega Saturn, etc.). 

D. Marketing tie-ins to consider 
1. Ford, Chevrolet, Pontiac, etc.; Goodyear, Pirelli, Michelin etc.; Pennzoil, 

Monroe, Champion, etc.; Ferrari, Porsche, BMW, etc.; Coke, Pepsi; etc. 
2. Mario Andretti, Al Unser, etc. 


Confidential Atari Games Page 2 J. Ray 04/26/94 


rs 
| San Francisca Rush 


V. Financial (details available upon request -- more accurate estimates will be 
available at Initiation) 
A. Fully Burdened Cost -- $10,200 to $14,000 
B. Distributor Price at 40% -- $16,995 to $23,333 
C. Development Cost -- $2.2M (includes engineering team members and 
support groups, marketing, prototypes, and capital equipment) 
D. Sales Projections (price<$20K): 500 probable, 1000 maximum. 
E. Revenues: 500 X $17,000 = $8.5M to 1000 X $23,333 = $23.3M 
F. Gross Profit: $8.5M X 40% = $3.4M to $23.3M X 40% = $9.3M 
G. Net Profit: $3.4M - $2.2M = $1.2M to $9.3M - $2.2M = $7.1M 
H. Break-even volume: $2.2M/($20K X 40%)=275units 


I. Required coin drop: 

1. Method 1: Per Marketing, this will be an attraction piece, and therefore 
subject to different guidelines than a "vanilla" product. But a likely 
expectation is $1,000 the first week, and a sustained weekly rate of 
$550-600. Payback would be in about 40 weeks ($24K + $600). 

2. Method 2: Assume operator expects payback in 9 mos. (39 weeks). 
Assume he pays $20K + 20% = $24K. Weekly collection = $24K + 
39weeks = $615 per machine or $308 per seat. 

3. Method 3: Per Sales, every operator will have a different ROI 
expectation. But in general, they will expect it to be a top earner for 1-2 
mos., then in the top 5 or top 10 for 3 years (like Hard Drivin’). It should 
pay for itself within a year. 


J. Competitive sales 

Game [Configuration] Price | Domestic Sales Qty. | 
$11,995 
Meke O 
Namco Ridge Racer $39,995 FI 
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L. Maximizing profit 


1. To make significant money, we need to offer this product in more than 
one configuration. We need to recoup our investment and make $1-7M 
profit on this coin-op product. We can make an additional $5-10M profit 
with a revenue-sharing LBE machine (125-250 units). Then we can 
capitalize on the property in the consumer market and make another 
$5-25M profit (see Appendix). Total: $11-42M profit. 


en E 
Profit Profit 

Total [SUM] sam 
VI.Schedule 


A. First pass schedule (assuming we get the go-ahead for hiring and equipment 


today): 
Event | Likely | Best Case 
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VII.Team 


Role | Name | % | 


Product Manager| | 33% 


CE 

S/W Engineer | |100% 
Game Designer | |100%| 
Technician | [100% 
(Server S/W Engineer) | |100%| 
ZOID Team | ZOIDsters |350%| 
COM Engineer || 100% | 


IX.Equipment 


A. Software staff will need 68020 development systems -- likely a Sun 
workstation, an X-Windows terminal, and two emulators. This will cost 
about $60K. 


B. Animation/universe staff will need 2 Silicon Graphics machines with 
Multigen, 2 more Macs (have 2 already) and software, and 1 more PC and 
software. This should all cost about $220K. 


C. The hardware engineer, if new, will need a PC and Viewlogic software -- 
cost about $12K. 


D. The game designer, if new, will need some sort of a computer for about 
$3K. 


E. Total of above is about $300K. 


F. Ifand when we choose the LBE option, we will need a development system 
for the Server S/W Engineer and 3 servers. Cost about $15K. 


G. The COM Engineer (to support the company's goal of linked games and 
arcades) will need some sort of development systems -- guess about $20K. 


MOT? 
aL 
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X. Tasks for Initiation 
A. Get Game Designer on board 
B. Design and document basic gameplay 
C. Determine number of tracks, typical scenery, number of cars 
D. Learn animation tools 
E. Estimate number of animator-months 
F. Prepare accurate schedule 
G. Prepare accurate cost estimates 


XI.Questions 

A. Can we proceed towards Initiation? 

B. Can we start hiring? We absolutely need a game designer ASAP. For timely 
game introduction, we need to start hiring animators, a universe builder, and 
a programmer. 

C. Can we get the first SGI/Multigen for the animator that is on board? We 
need this tool so that the he can learn its capabilities so that we can prepare 
an accurate schedule. Also, he will have a learning curve, and we need to get 
him started. 

D. Can Ron Wu hire the COM engineer? 
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XII.Appendices 
A. Why will players stuff their bills into THIS machine instead of the 
competitors’? 


1. 


2. 


Si 


The players will be enticed by the gorgeous San Francisco scenery and 
the "rush" of going up and down the hills at high speeds. 

Atari is STILL the only game company with a realistic car model. The 
result is a much more believable (and enjoyable) driving experience. 
The realistic car model allows awesome stunts that look and feel 
believable. 


B. Why will distributors and operators buy THIS machine instead of the 
competitors'? 


F. 


We expect our 3D Texture Mapped hardware to be less expensive than 
the competitors’. This implies that our machines will cost less than an 
equivalent machine from our competitors. 


. Our game will EARN more than the competitors’ (see part A above’). 
. Atari driving games are known throughout the industry as quality games 


with great longevity. 


C. Reasons for San Francisco rather than NASCAR 


A 


Of the 30 NASCAR Winston Cup races each year, 28 are on oval or 
tri-oval tracks. We wanted more interesting tracks with plenty of 
elevation changes and exciting scenery. 


. The biggest sponsors of NASCAR are alcohol and tobacco companies, 


neither of which we could use for sponsors (although there are plenty of 
lower-level sponsors). 


. While NASCAR is gaining popularity, 80% of the NASCAR fans are over 


18 years old. 


. We want the game to stand out in the arcade. We feel the competition 


will likely stick to race cars on race courses, as opposed to driving 
through a city. Sega's Daytona is based upon NASCAR stock cars and the 
biggest NASCAR event -- Daytona. 
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D. Reasons for a Race rather than Taxi Driver 

1. Adding the elements of picking up passengers, determining the 
destinations, finding the destinations, dropping off passengers seemed to 
make the game needlessly complex -- less "clean" (although it would 
certainly add "personality" to the game -- colorful drivers and 
passengers). 

2. We need to provide a path that encourages all the players to interact. The 
taxi theme is somewhat contrived if all passengers are picked up and 
dropped off at the same place (although this is common at conventions). 

3. Not many people aspire to being taxi drivers (although they may like to 
do it for a short time -- in a game). 

4. Taxi cars are somewhat limiting -- no Corvettes, for instance (although 
they may have personality). 

5. The game is ultimately a race whether we call it a race or a taxi driver. 
We should keep it simple -- a race. 


E. Reasons for not having Multiple Cities 
1. San Francisco offers lots of variety in road types and scenery. 
2. Few well-known cities have hills (Monaco is another locale that does). 
3. More cities would complicate the world-building and graphics tasks. The 
result would be higher engineering costs, longer development time, and 
more expensive product cost (for data storage). 
F. Consumer Opportunity (courtesy Ted Hoff) 
1. Assumptions: 
a. Itisan "A" title 
b. Timing is Christmas '96 
c. We will offer a CD for 4 platforms 
i. MPC CD-ROM 
ii. Sega Saturn CD 
iii. Jaguar CD 
iv. Sony PS-X CD 
d. Will not offer for the following platforms: 
i. Nintendo Reality (cart only -- too expensive) 
ii. Nintendo SNES, Sega Genesis, Sega Super 32X (difficult and 
phased out) 
e. Depends upon installed base 2 1/2 years from now. (Hard to predict.) 


2. Estimates 
a. Sales of 250K to 750K units at $40 wholesale. 
b. Revenue of $10M to $30M. 
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Reviewed by 


Approvals 
O = [like it. 
Q 1 dont like it. 
O EI like it but... (see comments) 


Comments 


DEREN ER ne nda OPS OW 0 SAO! ee O OE AE IDA AAA AAA 
E E OC TE OS TORO UTE EOS RADARES ES 6. NAAA RRE 
CM OSHC ODO SS OF SK ESD E ET TE ED AAA IEA 
E OE AECE RECETA SERE ARRASATE a ae ee SR e ATA we we Oe Owe © 
SSS DS COO M.S) OW OU rue CBO ee ee BG BG. CODE CSM FS OA CSW OSS CESS eS OR ESS & 
PS OSS EEE DER OS ER III ATA Er CIS OO POSE CECE CT ERECT OTS OO Oe D4 See © 
SS Se Se DS we SR OE OR EN SEO KS Ho C'S SO ee] re ANI AAA NAO AAA AAA 
hie 0/6, SRS OT AES A ANA AAA ee ee ee een 
SSR 8 910 € WER EEE IR BE EE © es ar a HSS 6.0 OSCR EES De HES SHED FR FE Dewees 
SESS SS Er DEE FRE HIT SD EDER ET Ba a ALIADA Oe ee 6 er ie 
“ne NEE LEE ER TREE Ei Te Oe 69S. 8 Be OAKS CE OE CASS Wee OMS OOS CCS OS Fer 
FL eine AA BOO OC OS AOS RED IO O UNE AN AIN SHES ae a Oe 6S Se CSS OS OSH Ow SS DU 
ES Oe SS A E E Be Ge A eS ENTE RE DE Raw AAN AAA AAA AAA 


EEE 0000 re TOS! A AAA CA IIA SO ee E's « ra HSS RSE DETECT HEE ORS 8 Cw Oe we 


Thank you for your responses! Please return to John Ray. 
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